i i 


¥ 
1g a 


~ hy 
VA 
i 


: 
b4 
| 
t 

f i 


This prowl f ig marketed in NZ 


if 
i 


Coin Cascade Ltd. : 


9401 N. California Avenue « C 
“4* (349) 061-1000 +» Fax (212) 961-1060 


This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


hicago,-4L.60618 


Coin dan ft BR Viniiror Clare Chrictchiuich 0239844) ) Bay 228 


NOW IN STOCK_ 


To kids these symbols will mean power. 


To you they’ti mean 


1995 Midway Manufacturing Conipany. 


irate cas pro@uct ss, marke bin z.. a sie , ut This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


i Tights reserved: 


3g 


NEO GEO FOR SALE 
3x 3 Count Bout 
11x Art of Fighting 1 
1x Art of Fighting 2 
6x Burning Fight 
2x Cyber Lip 
10x Fatal Fury 1 
4x Fatal Fury 2 
2x King of Monsters 1 
1x King of Monsters 2 
2x Mutation Nation 
3x Ninja Combat 
3x Ninja Commando 
1x Robo Army 
1x Samurai Shodown 
1x Savage Reign 
3x Sengoku 
2x Soccer Brawl 
2x Spin Masters 
2x Super Baseball 20/20 
3x World Heroes 2 
8x World Heroes 1 
Any 5 Cartridges for $800 
DEDICATED GAMES & 
SIMULATORS 
Final Lap 3 twin, NRI mech 26" screens 
excellent condition $9500 
Juke Box 100CD capacity 
Rockola Mirage $4900 
Lethal Enforcer 50" proj. with console 
NRI mech gr feat. gm $9900 
Lethal Enforcer 2p gun 26" cab NRI 
mech excellent condition $4950 
Shoot Out at Old Tucson 2p gun 25" 
micromechCDromexcond $5250 
LOGIC BOARDS FOR SALE 
1x Dark Stalkers $1500 
1x Fuji Busters $400 
1x Grand Striker $700 
1x Hook $700 
1x Mortal Kombat 1 $1000 
2x NBA Jam Tournament $2200 
3x Slam Masters $200 
3x SF:Champion Edition $600 
4x SF:Hyper Fight 


$600 
CONT. NEXT COLUMN 


3x SF:Super Turbo $1500 
2x Streetfighter 2 $400 
1x Sunset Riders $500 
1x Vendetta $500 
3x Wrestle Fest $200 

CABINETS FOR SALE 
Simpo Grey 26" screen vid game 
upright cab NRI multi coin acceptor 
excellent condition $1700 

PINBALLS 
Indiana Jones $5000 
Star Trek $5500 
PH MAARTEN OR ALEX 
O29 524-5775 


PCBS FOR SALE 
1 Aero Fighters $750 
2 Alien vs Predator $890 
1 Arch Rival $200 
2 Karate Tournament $420 
1 Mortal Kombat 1 $990 
2 Mortal Kombat 2 $1450 
1 Major Title 1 $590 
2 SPICE $460 
1 Shinobi $190 
1 Sky Kid $350 
1 Solamin Key $190 
1 Spinal Breakers $150 
DEDICATED FOR SALE 
1 Exhaust Note $12500 
1 Final Lap III $9500 


1 Grand Prix Star $9500 


1 Lethal Enforcer 1 $5300 
1 Lord of Gun (kit only) $2480 
PH KEVIN O9 525-0200 


PCBS FOR SALE 
Twin Eagles $145 
P47 $145 
Robocop $95 
Devastators $75 
World Heroes II $195 
Major Title I $550 
PINBALLS 
Terminator 2 $2350 
PH MARK 04 567-8757 OR 
021 678-757 


oin Cascade, Time Out Leisure, 

Auckland Coin, Magenta Coin and 
Spactec Coin will again be at the Food 
Services XPO this year with a display of 
whats hot in coin-op equipment. The Show 
isrunning August 13-15. Full details on page 
21. 


W: currently have stocks of posters for 
the new Capcom game Street Fighter 
Alpha and for a range of pinballs. Be sure to 
get your copy when you buy the goods from 
your local agent. 

This month we see the release of: 
Tekken 2 pcb 

Theatre of Magic pinball 

Sega Rally 26" twin units - new shipment 
arriving 

Cybercycles in both 26" and 50" format 
Neo Geo Kabuki Klash 

Cruisin’ USA twin 26" units - new units 
arriving. | 
In addition we currently have in 
stock the following games: 

Killer Instinct kits 

Mortal Kombat 3 kit - 2.1 version 

Neo-Geo one and two slot kits 

Air hockey - standard and delux 

Coco the Clown redemption game 
Flintstones Kiddie Rides 

KAWA KAWA 
N orma Cummings advises that 
things have generally been looking up 

in her area with new equipment certainly 
being the key to greater earnings. The new 
four term school year has also helped balance 
things out in the operators favour. 


AUCKLAND 
Timeout Mega Days 
he Auckland Timeout Team 
successfully took on the challenge of 
dealing with the thousands of interested 
people over the three day Channel 2 “Mega 
Days” event. The kids with parents in town 
enjoyed the redemption, especially 
winning prizes from the extensive range 
provided. Rachel and Lara smiling the 
whole time and pleasantly dealing with 
the numerous requests from kids and 
parents alike. Dave Blackall who was the 
Timeout Compere did exceptionally well 
advertising the stand and sponsors, often 
overcoming the PA system in the process. 
Our stand was so grandly displayed that 
we won runner up! Good to see we won. 
due recognition for our hard work. A worth 
while investment. Well done team! 
elcome to Adriane; Auckland 
Coins latest technician who will 
help to reduce the workload for Alex and 
Tim. 
M aarten (the boss) has decided 
on early retirement and when not 
asleep can be found on his new boat or on 
his new Chev Truck (just landed). 
A lot of life is being injected into 
the Auckland scene with new 
operators emerging and old operators 
impressed with the earnings of the new 
games deciding to reinvest. Time Out 
Leisures sales manager Bevan has noticed 
a much more positive attitude to machine 
purchases as long as the games can be seen 
tobe good long term earners. Killer Instinct 


"ASK ABOUT OUR FINANCE OPTIONS" 


Auckland/Northland: Kevin Grundy Ph 09525-0200 Mobile 021 525-020 Fax 09 525-0250 
Central: Robert Briggs Ph 07 346-3783 Mobile 025 946-724 Pg 0508 888-777 Fax 07 346-3784 
Lower N/I: Mike De Ruyter Ph 04 389-3919 Mobile 021 444-999 Fax 04 569-9107 

South Island: Gary Walker Ph 03 338-1411 Fax 03 338-1410 


certainly meets this criteria and new units 
are still being sold to customers. 
Z's only Virtual Reality unit is 
now on the road for the next three 
months. Lion Breweries are featuring the 
unit at selected hotel outlets in different areas. 
This unique promotion is proving to be very 
popular with customers and may end up 
travelling around NZ. The pod system 
featuring the latest in VR games is also 
expected to feature in a new promotion (for 
a different company) later this year. 
he Coke XPO ran through July 
and involved TOL ina week long display 
of new product. Thanks to Maartenand Kevin 
for their input (time and machines). 
he Casino is racing ahead with 
the building under construction now 
seven days a week. Advertising for staff is 
expected to start in the near future. 
HAMILTON 
uantum Leisure has completed the full 
national upgrade of their electronic pool 
tables to bring all units into line with current 
parts. The company has found great interest 
from customers in their new line of 
mechanical tables. Pool certainly seems to be 
on the increase in a variety of locations. 
TAURANGA 
elcome to new operator Alan 
Beck who has formed Bay 
Amusements after purchasing a local round. 
NAPIER 
new Multy-plex Theatre complex is 
due to open here in the near future. 
HAWKES BAY 
he Hastings Council has decided 
to licence all coin amusements and 
require the operators to pay an annual fee for 
each unit in use. All shops having machines 
will also have to comply with regualtions 
governing their operation. 
Local operators met in mid July and 


will prepare submissions to the council to 
oppose the new by-law. It appears the by- 
law proposal was triggered by further 
problems with young people and the 
council sees the control of machines as a 
cure-all for local social problems. 
ROTORUA 
Row Briggs is starting up a new 
venture as a business salesman. With 
his experience in selling equipment and his 
large number of contacts he is confident of 
the success of this new venture. Robert 
advisers he will be combining this business 
with his current sales of equipment and 
welcomes inquiries from any customers 
looking to buy or sell a business. 
WELLINGTON 
T ony Focas has again added to his 
arcade size by acquiring the empty 
shop next door to his centre and expanding 
through. This makes the third time Tony 
has added more space. Seems the better the 
games you put intoa store the more people 
want to get in and play. 
pace Tech Coin have moved their 
service and sales facility to new larger 
premises in anew warehouse development. 
Mike and Irene have given up trying to 
locate more staff into the same size facility 
and will be able to offer customers better 
facilities for sales and service in their new 
office/workshop. Their new address is: 
Hanson House, 27-35 Hanson Street, New 
Town, Wellington, Telephone (04) 389- 
3919, Fax (04) 569-9107, Mobile 025 444- 
999. 
he Regent Theatre is undergoing 
refurbishment and will open soon asa 
five theatre complex in the heart of 
Wellington. 
umber of operators have now 
been putting new drivers into Hotels 
and are very happy with the results. This is 


PCBS FOR SALE 
Air Duel $360 
Altered Beast $150 


Beach Volleyball 5150 
Blood Bros a8 0 $350 


Buggy Challenge $20 


Champ Wreslter 100 
Cobra Command $150 
Columns 


Dark Zeal $180 
Darkstalkers top boards $650 
Dragon Breed $150 
Dynamite Dux $100 
Estwat $180 
Euro Champ Soccer 92 $300 
Fighters History $350 
Fire Shark $200 
Flying Shark $150 
Gang Busters $150 
Growl $180 
Hard Puncher $250 
Hell Fire $100 
Karate Blazers $350 
Knights of the Round $500 
Marching Maze $100 
P47 $150 
Pig Out $250 
Rampart $200 


DEDICATED FOR SALE 
3p Off Road $2000 
After Burner 2 upright $1500 
Enduro Racer $2500 
Final Lap 3 $9000 
Line of Fire $2700 
Operation Thunderbolt $1000 
Operation Wolf $1000 
Outrun sit in $2200 
Rad Rally Twin $8500 
Rev X upright $7000 
SCI Dedicated upright $2500 
Sovolov $6000 


CONT. NEXT COLUMN 


Time Traveller $3500 
PINBALLS FOR SALE 
Cyclone $1100 
Jokez $1100 
Taxi $1100 
Police Force $1300 
Riverboat $1400 


Getaway $2500 
~Party Zone $2400 


Fishtales $3500 
Terminator 2 $2600 
Black Rose $2700 
Addams Family $4500 
Dr Who $3700 
White Water $4000 
Creature/Lagoon $3500 
Dracula $3400 
Twilight Zone $4800 
Indiana Jones $5700 
Judge Dredd $5000 
Star Trek $5200 
Popeye $4000 
Demolition Man $6000 
World Cup $6500 
Flintstones $6300 
Roadshow $7600 
The Shadow $7600 
Dirty Harry $7600 
Theatre of Magic $7600 
PH KEN OR MIKE 
O04 569-9107 


FOR SALE 


~ 1 Mortal Kombat II $1500 


1 Mortal Kombat I $1000 
PH LEON JACOBSON 
297-7863 OR 297-7657 
FOR SALE 
Spacegun (twin gun) $6000 
Thunderbolt twin gun $2800 
Badlands twin driver $3400 
Mortal Kombat 2 pcb $1400 
PH 03 338-1411 


STREETFIGHTER ALPHA 


ack in the time of 
Socrates, the ancient 
Greeks had an idea that 
they called the alpha 
and the omega. The 
beginning and the end. 
In the beginning, there 
was darkness. There was 
nothing in the dark, mind 
you, just darkness itself. 
Nothing. Then, quite 
suddenly, all that was came forth 
in a huge explosion of light. The 
alpha. Everything, you see, 


draws herstrength from spiritual 
energy; Guy, a tough from the 
inner city; Sodom, a giant skilled 
in Japanese martial arts; and 
Adon, a character from 
Sagat’s past. 
Alpha operates by a 
different series of commands 
that further sets it apart 
from its predecessors. 
Controlled by six buttons 
and one joystick, each 
character has their own 
repertoire of punches, 
kicks, moves’ and 


begins here. 

The Big Bang? Well, 
almost. It’s actually Capcom’s newest 
addition to the Street Fighter series: 
Street Fighter Alpha. The idea of the 
alpha and the omega has carried 
through to modern times. Street Fighter 
has been born anew. 

Alpha presents a cast of 10 
combatants. Four of the original 
characters, Ryu, Ken, Chun-Li and 
Sagat, have made it to the new version, 
while six new fighters have been added 
to the mix. Ryu looks much the same, 


while Ken has gown his hair. Chunny | 


looks set to teach an aerobics class, 
while Sagat has become decidedly more 
muscular. Turning now to the new 
folks, there’s Nash, who looks like a 
very well built computer nerd; Baddy, 
a hulk with an attitude and a 
switchblade; Rose, a fatal beauty who 


combinations. As if this 
weren't enough, play becomes more 
intense and challenges increase in force 
as the level of play gets higher. Each 
character, incidentally, also has an 
extensive library of counter-attacks. 
Will the wizened and experienced 
prevail over youth and ambition? 
Everything, indeed, starts here. 
For more information on how you can 
start raking in some cash on the new 
SF craze, contact your nearest Capcom 
distributor. 


certainly the growth area for operators in a 
market that has been untapped for some 
time. 
WEST COAST 

hile the weather here has been 

bad the coast area operators have 
advised that earnings have increased over 
the last two months. Pinball earnings in 
particular have increased substantially with 
a range of new locations now accepting them 
as a part their product mix. 


CHRISTCHURCH 
eter (manager of Hoyts Time Out 
Centre) recently had a_= car 
trailer stolen from outside his home. The 
trailer was not his but was on loan from a 
friend and was not insured. So Peter was 
very relieved when he received a call from 
the Police two weeks later at midnight to say 
that the trailer had been found in a paddock 
with a stripped, burn’t out car body on it. It 
appeared to the Police that the trailer had 
been stolen to transport stolen cars around. 
When Peter arrived the Police had 
left and the trailer with the car on top was 
waiting, Although he did not want to take 
the car shell home try as he might he could 
only move the shell (no tyres) slightly and 
not wanting to leave the trailer he coupled 
both to his car and left. 
Part way home he noticed the trailer 
(with the shell) pass him on the road, run 
down the street and demolish a block front 
fence before coming to rest against a house. 
The car weight had been enough to lift the 
trailer from the car coupling and allow it to 
run for some time down the road. 
Police and Fire attended - Peter was 
on time for work the next day. 
he Weather has been very bad lately 
with this winter looking to be the worst 


for some years. 
inter snow has arrived and we have 
had some of the coldest days for 
years. Lyttelton harbour actually managed 
to freeze over one Sunday with locals unable 
to remember the last time this occurred. 
The cold weather certainly keeps 
people indoors and night business is well 
down. 
A recent shipment of pcbs to us 
consisted of four cartons. The import 
had originated in Japan and freight is 
always kept to the minimum to reduce 
prices. 

John was very surprised when the 
largest box was empty except for some 
bubble wrap. The second package was also 
empty with the third containing only a few 
instruction sheets. The small box contained 
all the pcbs etc. 


DUNEDIN 

he Juke Box party rental business 

seems to be booming as more 
customers hire juke boxes as a novel (and 
more cost effective) way of providing music 
for social events. Video Tech have 
purchased a Titan HT truck capcable of 
carrying 7 boxes at once to meet demand. 
Invercargill has also noticed an increase in 
business in this area. 

ob Robson recently retired from Video 

Tech after nine years of putting up 
with Merv and Trev. The only thing that 
kept me going for this long he noted was 
the fact that as an arcade manager he only 
had to deal with them for one day each 
week. 


At 63 Rob is now looking forward 
to catching up with some jobs at home. 
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here’s something to be said for 

doing the wilder things in life. Of 
course, some people, like self appointed 
safety police, would disagree. For no 
other reason than just to do it, what’s 
the problem with hurtling yourself out 
of an aeroplane at 10,000 feet, gunning 
a motorcross bike througha wall of fire, 
or skiing off, then climbing up, a 500ft 
cliff? These are things that get people 


like the safety police up inarms. “That's 


dangerous. Youcould get 
hurt,” they moan. 

Well, duh. There’s 
a big difference between 
scaling El Capitain 
without ropes and 
walking the dog down 
the street. 

Of course, a wise 
player knows you gotta 
walk before you can run, 
so it’s best to test the 
waters with Williams No 
Fear: Dangerous Sports 
pinball game. No Fear has 
everything you’d want in the 
harshest of sports, but you don’t have 
to go to the Rocky Mountains to do it. 

No Fear takes today’s most 
daring sports to the edge of the envelope. 
The game centres on, well, dangerous 
sports, such as skydiving, motorbike 
and car racing, extreme skiing and rock 
climbing. (Although it is the opinion of 
the JAM What’s Out Dep’t. that the 


NO FEAR 


DANGEROUS SPORTS 


most dangerous sport of all, driving in 
downtown Chicago, should have been 
included). 

Game play centres around a 
talking skull with attitude. Placed at the 
far end of the playfield, it barks out 


everything you need to know to beat 


the game during the course of play. It 
may say, “Shoot the 
ramp!” at which point 
an already hassled 
player will yell back, 
“T’m trying, I’m trying!” 
No Fear also features a 
line-up of champion 
athletes, such as 
supercross hero Jeremy 
McGrath, extreme skier 
Glen Plake, free climber 
Dan Osman, and others. 
For further player motivation, 
dot-matrix animation of the 
stars in action. Players have 
heaps of extra-point chances, 
such as 2-, 3-, and 4-ball 
multiball action, an events- 
iden selection of Challenge 
Modes with increased scoring values, 
ramp bonuses and_ jackpot/ 
superjackpot prizes that can start at 20 
million points. 

For more information on how to 
get a real punch of adrenal power into 
your location, contact your local agent. 
Delivery expected late August/ 
September. 


aking up where Tekken left off 

this new game from Namco has 
already created a great deal of 
interest based on the success of its 
predecessor. As well as some new 
unique moves the game has some 
exceptional features. Apart from 
Namco’s claim that the graphics are 
superb, the game play is excellent, 
far better than “Tekken”. The 
game has two unique 
features. The software 
incorporates both secret 
codes and a feature 
referred to as a “time 
bomb”. This is a new 


breakthrough in 
technology which allows 
the game to 


automatically introduce 
new characters every 
week from the time 
that the game was 
first fired up. The 
technology eludes 4s 
me, however I 
understand it is a 
first inamusement 
game history. | 
believe there are 

initially ten 

characters and 

when the game is 

first introduced only four 


TEKKEN 2 


characters are available to the player, 
however each week another 
character is added allowing for 
continual player interest awaiting 
the introduction of the new 
characters. 

The purpose of the secret code 
is to allow the operator to access 
these new characters should he 
purchase a board at 
some later date apart 
from the initial release 
date so that players in 
his location are not 
disadvantaged by 
not having the latest 
characters. 

It certainly 
sounds exciting and 
we were pleasantly 

a. surprised with the 
: income from 
“Tekken”. So if 
“Tekken 2” is 
anywhere near as 
good, or better, as is 
claimed, the game 
looks like a winner. 

This game is 

being distributed by 
Coin Cascade Ltd in 
New Zealand. Stocks 
will be available in 
August/September. 


he Eagle Laserstar is American jukebox 
manufacturer Rowe AMI’s latest model. It 
is a wall hung unit that can also be converted 
into a free-standing jukebox with the addition 
of a base stand. 


omewhere around June 23-24, AMOA’s 
National Amusement Network planned to 
begin operating some 35 networked video games 
in public locations on a test basis, according to 
NANI President Gene Urso. The test sites were 
all located in Kansas and Ohio; a total of 25 
operators are participating. Plans call for 90- 
day test of (eventually) 50 machines. NANI is 
using modified versions of Midway Mfg.’s NBA 
Jam Tournament Edition for the test. Midway 
engineers helped tweak the game so it could 
work with the AMOA network. 
During the test, individual games on 
location are sending player data, scoring 
information, earnings and diagnostics over 


ROWE SOARS WITH NEW EAGLE JUKE 


NANI FIELD TEST BEGINS 


The display shows eight full size CD 
jackets at any one time, and motor-driven pages 
flipped by push-button controls accommodate 
up to 100 CD albums and title strips. 


phone lines to NANI information processing 
headquarters (Electronic Data Systems). 
Meanwhile, NANI central is sending 
tournament formats and league contest data to 
individual machines on location. The NANI- 
type videos were purchased by participating 
operators through Shaffer Distributing, 
Cleveland Coin and Warehouse of Games. 
NANI board members conducted educational 
seminars for operators at those dealerships 
prior to starting the test. By the way, NANI has 
sent a second letter to all coin-op vidgame 
manufacturers, inviting them to participate in 
supplying software for the network. 


POOL-VIDEO BUSINESS RECEIVES LIQUOR LICENCE 


Whangarei pool-video entertainment 
business has become unique in 
Whangarei - by being allowed to serve liquor. 
Video Mania Entertainments Ltd 
applied for and was granted a licence to serve 
liquor in its premises, The Pool Cafe, in John 
St. It is the only such pool-video outlet to have 
a liquor licence in Whangarei. 

Owned by Tom and Lesley Whitaker, 
The Pool Cafe has 11 pool tables, one snooker 
table, video games and pinball machines, as 
well as a food bar. 

Mr Whitaker said he and his wife, and 
their son Thomas, the general manager of the 
cafe, had been thinking of serving liquor in 
the cafe for about a year. They have owned it 
for more than two years. “We’re doing it 
basically because of previous customer 
demand,” Mr Whitaker said. 

“The whole concept is not actually a 
bar. It’s just providing an additional service to 
people who wanted to have a drink while 
player pool or snooker.” Mr Whitaker started 
selling liquor last week. 

No objections were received to the 


liquor licence application. 

Wine and beer will be available at the 
cafe, which will be open on Mondays, 
Tuesdays and Wednesdays from 1pm to 10pm, 
and Thursdays, Fridays and Saturdays from 
lpm to 11pm. The Whitakers do not believe 
people should drink alcohol before lunch. 

The majority of The Pool Cafe clientele 
are aged 18 or older. Legally, people have to 
be 20 or older to buy alcohol. 

Mr Whitaker did not believe it would 
be difficult to ensure minors did not buy 
alcohol, although many of them used the 
premises. Proof of age forms would be 
available if staff were unsure of a person’s 
age. 

A picket fence has been erected around 
the area where alcohol could be consumed, 
which takes up half of The Pool Cafe space. 

By using a picket fence to indicate 
where the supervised area was, parents could 
sit on one side of the fence to drink, and see 
their children playing video games, Mr 
Whitaker said. 


JUST KIDDIE RIDES AND 
KIDDIES MFG. CO. ARE ON A 
MISSION: TO GET THE KIDDIE 

RIDE MARKET THE RESPECT IT 
DESERVES 


erry Reda, president of Just Kiddie Rides (JKR), 

sums up his view of the kiddie ride business 
today in one sentence: “I don’t think anybody took 
kiddie rides as seriously as they should have until 
we introduced our Flintstones line.” And he may 
have a point. Certainly the splashy promotion 
(and heavy sales) of this popular licensed theme 
was the “kiddie ride highlight” of 1994 ... in fact, it 
might have been the kiddie ride highlight of the 
last several years. 

For 1995, JKR and its associated 
manufacturing firm, Kiddies Mfg. Co. (KMC), have 
planned rides based on three more impressive 
licenses: Batman, the Jetsons, and Tom & Jerry. 
Like all their rides, these are strictly mechanical (no 
hydraulics), and are UL-listed. Orders, say Jerry 
Redaand KMC prexy Eric Torres, are going through 
the roof. Sales must be strong to support a company 
this big: between them, the two associated firms 
employ 150 people and maintain facilities of more 
than 60,000 sq.ft. Of the estimated US annual kiddie 
ride sales of 5,000 units, Jerry and Eric believe they 
have the lion’s share of the market. 

The two men are quite passionate on their 
favourite subject. “Operators used to say “I wanta 
pinball, two videos and a kiddie ride - I don’t care 
what kind,” Jerry explained. “Rides were a 
stepchild; some distributors had little or no ride 
business. Their attitude was a dogmatic policy that 
‘we don’t sell kiddie rides.” Then our Flintstones 
line came along at a time when no hot videos or 
pins were available - a time when distributors and 
operators needed something new. Suddenly the 
earnings of licensed rides made them take the 
product seriously. Instead of a $NZ2,000 used 
horse,a$NZ8,000 licensed ride became an attractive 
purchase.” 

The result, said Jerry, was a boom in sales. 
“Some distributors are now selling 20 to 30 pieces 
a week. Some sell upward of 50 pieces a week. 
Licensed products also opened doors in major 
regional shopping malls, retailers and other 
locations that previously didn’t want the old horse. 
Licensed rides provided a different, more 
contemporary look that parents and kids could 
both relate to. 

“Unfortunately,” Jerry continued, “some 


distributors, still have the dogmatic attitude that 
‘Wedon’thavea kiddie ride business; our customers 
don’t buy them.’ But today our biggest customers 
are people who didn’t have a kiddie ride business 
a few years ago, either.” 

Inaniche long known for its many “garage 
manufacturing” operations, JKR and KMC 
approach the ride business with the same 
professionalism of a first-class pinball, video or 
redemption manufacturer. They offer 36-month 
warranties and 24-hour, seven-day technical 
support with an 800 number. Parts order turn- 
around time is 24 hours in most cases. JKR maintains 
full sales, service and marketing departments at its 
30,000 sq.ft. facility in Farmingdale, N.Y. 

KMC’s 30,000 sq.ft. plant (with another 
24,000 sq.ft. available as needed) included very 
capable departments for precision metalworking, 
painting, assembly, quality control and finishing. 
KMC’s pride and joy is its fibreglass fabrication 
division which can build prototypes, create molds, 
and start manufacturing production runs in 45 
days fromstart to finish. KMC also performs outside 
contracting jobs in fibreglass fabrication for major 
corporations. 

Production capacity has doubled in the 
last year, said Eric Torres. “We continually upgrade 
the technology of our manufacturing processes,” 
he noted. “And when we can upgrade existing 
products in the field we do 
that too.” 

Market research 
and promotional efforts are 
also conducted on a very 
professional level. JKR and 
KMC conduct many focus 
groups to ensure product 
appeal to children. They 
negotiate licence deals with 
leading entertainment 
companies like Warner 
Bros., Hanna-Barbera and 
Turner Broadcasting. They | 
work to develop their 
market with direct mail, 
seminars and_ other 
educational efforts. They 
build long-term 
relationships with leading 
national retail chains. > 

Stock Of (iu 
Flintstones rides are again 
available from your agent. 


SUNRISE CREDIT PCB FAULT 


SERVICE NOTES BY COLIN VITEL 


Som operators plug and unplug 
their coin mech into the Sunrise 


universal credit board while the game 
is still on (ie there is still power to the 
coin mech) 


UNIVERSAL CREDIT 130; 
PCB MK5 
160/164/55 


This is causing the tracks under 
the connector to cookand anew wiring 
strap must be wired in to replace the 
burnt tracks. 

The simple answer is - switch 
off the game first. 


i ee 


0 VOLT 
EARTH TRACK NOT 
THICK ENOUGH 
UNDER 1ST SOCKET AS 
BURING OUT 


CRUSIN' USA MODIFICATION 


his modification will protect your 
steering driver pcb and should be 
completed as soon as possible 
odification kits are available 
from your local agent and 
consist of two resistors (lohm, 10 
watts). 
A ttach resistors to the wires off the 
steering motor. Cut the red and 
black wires and fit the resistors as 
illustrated. 


FIT RESISTORS HERE 
1 OHM, 10 WATT 


PINBALL SERVICE 
COURSES 


Norbert Snicer - Australasias leading expert in 


pinball servicing will be giving three more courses 


in New Zealand this year at the following times 


AUCKLAND 


Monday 2nd October 1995 
Tuesday 3rd October 1995 


WELLINGTON 
Thursday 5th October 1995 


Friday 6th October 1995 


CHRISTCHURCH 


Sunday 8th October 1995 
Monday 9th October 1995 


Numbers are limited for each course 
Please contact your local agent for more details 


and to confirm bookings. 


- 


"ASK ABOUT OUR FINANCE OPTIONS" 


Auckland/Northland: Kevin Grundy Ph 09525-0200 Mobile 021 525-020 Fax 09 525-0250 
Central: Robert Briggs Ph 07 346-3783 Mobile 025 946-724 Pg 0508 888-777 Fax 07 346-3784 
Lower N/I: Mike De Ruyter Ph 04 389-3919 Mobile 021 444-999 Fax 04 569-9107 

South Island: Gary Walker Ph 03 338-1411 Fax 03 338-1410 


VNEA’S 15TH ANNY VEGAS PLAYOFFS SCORE 
ROSES FOR “VALLEY LEAGUE” 


any pool players callit “the Valley league,” 

while coin operators say “VNEA” (for 
Valley National 8 Ball League Assn). But by any 
name, a rose is a rose, and the league’s 15th 
Anniversary International Championship 
playoffs that “occupied” the Las Vegas Riviera 
May 27 through June 3 was “all roses”. 

From the prize purse of $NZ540,000 to 
the trophies and other merchandise given away 
(estimated value, $NZ32,600) to the sheer 
number of player entries (over 4,000), this 15th 
running of the VNEA was gigantic. 

Moving all these people through all these 
matches on 180 Valley Cougar ZD-6 tables (ina 
tournament that took an entire week to run all 
ran like a Swiss watch, thanks to the logistical 
and bookkeeping efforts of tournament director 
Gary Benson and VNEA topper Gregg Elliot 
and their staffs. 

About a third of the 325 route operators 
who Elliott counts as VNEA members were on 
hand at the tournament, a good number actively 
assisting tournament committee people along 
the line. A total of 31 referees under Frank Frye 
and twelve statisticians under Judy Mehle and 
Dawn Orloff were required to keep track of the 
games, and to settle player disputes that 
invariably crop up in sucha highly-competitive 
atmosphere. 

But, Benson and Elliott were proud of 
both players and staff once again ... the former 
for sportsmanship, the latter for the attention to 
detail required to manage what’s become the 
industry’s largest player event. 

The most poignant moment of the entire 


tournament came early on when 72 year old 
West Virginia player Bill Jones suffered a heart 
attack, was taken to the hospital and before the 
competition was concluded, fellow players had 
stuffed a total of $NZ6000 into ajar to help offset 
medical expenses. 

Poolshooters, singly andin teams, came 
to Vegas from some 31 states ... representing the 
best players in the sprawling VNEA that counts 
nearly 70,000 sanctioned players by now. In 
addition, players from foreign countries 
(dominated by the Canadians) took part. In fact, 
Barry Kirby’s “L.A. Bowl” from Leeds, England 
won $NZ12,000 for placing first in the Mens 
Regular division, beating out the California 
Allstars second placers from Windsor, Ontario. 

Bucky and the boys from the familiar 
Airway Billiards (Ohio) team took $NZ10,000 
for first place in Mens Masters but had lost the 
VNEA’s “one millionth game” during 
tournament play when Frank Ruby scratched 
on the 8-ball. Gerry Dunbar’s Sports & Spuds 
team (also Ohio) took top spot in Womens 
Regular, while the gals from Rushmore 
Amusement’s Nite Owl team (S.D.) nailed 
womens Master honours. 

Besides conducting matches for singles 
and teams in mens and womens divisions on 
the game of 8-ball itself, the 1995 VNEA held 
games on 9-ball and Scotch doubles. They also 
offered their “hardluck” competition, as well as 
a match amongst the charter holder operators 
themselves. 

The total cash purse of over one third of 
a million dollars awarded this year sounds 
huge, but the VNEA has it worked out that 
roughly one in four players ends up with 
something to take home. Also, by keeping a lid 
on anything like “whopper bucks” prizes, they 
have one more way to keep any professional 
“pool sharks” out of what is an amateur league. 

There’s nothing “amateurish” about the 
way the VNEA organises these international 
playoffs. Besides providing the competition 
itself, they boost player fellowship by holding 
social events. 


hose magic words, Williams-Bally / 

Midway, have been known to put a 
spell on players and operators alike. The 
company seems to always pull one hit 
game after another out of its collective hat, 
including a string of outstanding pinball 
titles. 

Midway’s Theatre of Magic is their 
newest Bally flipper game, and it comes 
with more than a few tricks of its own up 
its sleeve. Themed around a shadowy 
world of illusion and intrigue emanating 
from a mysterious old theatre, this 
promising piece made its debut at the recent 
ACME show in Reno. The game uses 
“sleight of hand” to create 
a unique gameplaying 
experience. 

Among the new 

features is The Spirit Ring, 
a suspended magnetic 
diverter that levitates the 
pinballs and changes their 
course from one staircase 
ramp to another. A 
dramatic Magician’s 
Trunk plays centre stage 
to all the action on the 
playfield. The rotating toy 
grabs the balls in play, 
lifting them from the field 
and changing their 
direction. 

The trunk also 
captures balls for the 
multiball feature, feeding 
them into a secret basement. 
Accessed through = a 
mysterious trap door, the 


ee 


THAN MEETS THE EYE WITH MID 
NEW BALLY PIN, THEATRE OF MAGIC. 


haunted basement is a disappearing ball 
popper, loaded from both the front or the 
back. At the start of multi-ball, pinballs rise 
from the basement. Players can also shoot 
into the trap to activate special award 
sequences. 

One of these is DigiPin, an all dot- 
matrix pinball sequence, which according 
to Midway is an industry first. Other 
highlights in Theatre of Magic’s repertoire 
include a master magician who morphs 
into various animals, a mysterious mirror 
thatseems toextend the playfield, and Hocus 
Pocus, a version of Magna-Save. 

Players haveachance to master feats 
of gameplay by progressing through 
modes suchas Tiger Saw, Spirit Cards 
and Hat Magic on their way up through 
four magicianship skill levels. A 

patented DCS Sound System provides 
the proper audio accoutrement for 
aspiring pinball wizards. 

“T created this game to appeal to 
both the novice and the 
experienced player,” said 
game designer John 

Popadiuk. “The game’s 
classic layout, wide 
ramps and collection of 
intriguing toys and 
powers will capture the 
interest of players of 
every level.” 

For more information 
on Theatre of Magic, just 
spirit your way down to 
the nearest authorised 

dealer, who now has stock 
available for sale. 


Leoland with an indoor area under 


construction which should open within 
three months. In the same building there is 
a Time Zone video game centre which is 
locally owned and has no relationship with 
the major Australian chain. It is run by 
Galaxy and contains many of the latest 
simulators. 

The Seacom Centre is perhaps the 
most famous in the city and comprises a 
very large mall, said to be the second or 
third largest in the world. Itis around three 
years old and contains a leisure park named 
Yoyo Land on two levels. The park 
equipment on level 3 of the centre is located 
in a void which goes through to level 4 
where the rest of the park and FEC area is 
located. 

Using the 
elevators from the 
extra large car park 
to the fourth floor, 
the visitor is met bya 
superb miniature 
golf course and 
many decorative 
statues and 
children’s shops. A 
stage show is 
operated with 


Russian acrobats, clowns and 
other entertainers. In the 
park area there is a Magic 
Chair ride, roller coaster, 
pirate ship, mini hot air 
balloons, jungle ride, mini 
carousel and many fast food 
and drink outlets. 

The major bumper car ride 
contains 18 double cars and 
is flanked by a mini racing 
car track, T-shirt printing 
shop, helicopter ride, 
simulator theatre, teacups ride, traditional 
carousel, Lost City ghost train and other 
rides, all operated on $1.50-$2. 

The Future Park at Rangsit has more 
than 20,000 sq.m. of outdoor and indoor 
park area due to open in December of this 
year. The big Ferris wheel is already up as 
is a major monorail built in Germany with 
five separate trains. A dark ride is being 
built inside the building. 

Other malls with FECs include the 
Mall No.8 at Bangkapi, Fashion Island 
whichis not completed yet, and the outdoor 
parks Dream World and Magic Land. 

Galaxy plans to open two centres, 
one in downtown Bangkok in the 
Mabunkrong Mall consisting of 2600 sq.m. 
in October. This will contain only major 
simulator rides from 
Sega. The other, 
Imperial World at 
Ladproew, will cover 
10,000 sq.m. and is 
due to open in 
October with many 
rides from Sega and 
major rides from 
Preston of Italy anda 
Q-Zar installation. 


he Thai capital of Bangkok is rapidly 

becoming known as the FEC capital of 
South East Asia. It has as many as nine 
major installations and, they all show 
evidence of thriving. 

In Thailand the operation of video 
games for profitisillegal,as areredemption 
games with a score or prize. However, in 
allnine locations there are both video games 
and redemption games, especially cranes. 

“Tt just shows that Thai policemen 
are the best that money 
can buy!” 

The Future 
Park Bankkhea is a 
large mall in the 
outskirts of the city. 
The top floor hasa large 
canopied entrance and 
contains many kiddie 
rides and a major 
carousel at _ the 
entrance. There are 
some other larger rides, including a Convoy 
Race, shooting gallery, log ride and veteran 
cars on tracks. There is also a bumper car 
area containing 20 two-seater cars, a ghost 
house, crazy raft ride another bumper car 
track and a large Ferris wheel on the open 
roof and car park. The FEC is built around 
this feature and the indoor roller coaster 
named the Drago Race. 

Major operators Galaxy run the 
video game centre in Future Park which is 
bounded by small children’s features such 
as a ball swamp and an inflatable ride, 
Tornado truck driving area and Stella air 
hockey’s and cranes. 

The total area is around 4000 sq.m. 
with height of 40ft. with many themed 
areas of wigwamsand gingerbread houses, 
but there is no overall theme. This is 


THAILAND - FEC 


CAPITAL OF SOUTH EAST ASIA 


probably because it has been assembled 
piecemeal through a variety of sub- 
contractors. 

The Mall No.7 at Bankkhea is very 
impressive from the road and its water 
park is clearly visible with volcanoes on the 
roof. The mall itself was not busy and gave 
the impression that it is a “weekend” place. 
The FEC is located next to the food court 
and a number of mini cinemas. 

It was dominated by a big carousel 
and a number of poor 
quality cabinet video 
games. The FEC 
contains a village taken 
out of Walt Disney’s 
Beauty and the Beast 
and is well constructed. 
It has a Flying Ship 
running at 25 Baht 
$NZ1.50 and also 
contains Tornado 
model cars, a soft play 
area, bumper cars, Jumbo High Flier, 
gumball machines, many kiddie rides, 
plenty of seating and merchandising. The 
centre boasts a mirror maze, children’s train 
and a monorail which enters through the 
mouth of a clown. A set of bumper boats, 
flume ride, dark ride, all running at 25 Baht 
or $NZ1.50, comprises one of the best water 
parks we have seen in Southeast Asia. It has 
an African theme with elephants spouting 
water, tusk archways and an Indiana Jones- 
type slide built of wood. 

Theindoor area covers atleast 10,000 
sq.m. while the outside roof water park 
takes up another 6000 sq.m. 

The Central City mall in Bangna is a 
large and well constructed outdoor water 
park with a very inexpensive entrance fee 
of 60 Baht $NZ3.50. The park is named 


ES oe iis a S558 Bits 


M ovie star Sylvester Stallone stars in a 
summer sci-fi action movie called 
“Judge Dredd”, coming soon to a theatre 
near you. So, why did Williams/Bally- 
Midway release a pinball based on the 
Judge Dredd character several shows ago? 
We don’t know. Maybe Stallone wanted 
too much money for the licence (his name 
and likeness are not on the flipper game). 
Maybe they didn’t realise the movie was 
coming? Or maybe, as the company said at 


“JUDGE DREDD’ MOTION FOR A RE-TRIAL < 


the time, the real goal was to cash in on ti. 
original comic book character’s popularity 
in Europe ... which is the world’s largest 
pinball market anyway. Regardless of the 
reason, some units of Judge Dredd were 
sold in the USA. Used games of this title 
pop up now and then in our Blue Pages, so 
maybe this game will enjoy a “favourable 
ruling” from players, now that the movie is 
out. Sidebar, your honour! 


VIRTUAL WORLD CHOOSES SAN FRAN 
CYBERMIND VR CENTRE 


irtual World Entertainment, Inc. has 
laid plans to install a mini-version of 
their Virtual World Victorian sci-fi themed 
flagships in San Francisco’s CyberMind 


location. According to the companies, the 
location will be linked with other Virtual 
World sites in North America, making the 
world’s first real-time networked chain. 


JAPAN’S YEAR-END NUMBERS: OUCH! 


ublicly-held Japanese vidgame 
manufacturers have announced their 
fiscal year end results through March of 
1995. As reported in Game 


was down a sharp 54.4%. Namco’s global 
net profit was down 75% (coin-op sales 
down 4.4%, arcade operation up 1.1%). Taito 
(whichearns most ofits dough 


Machine Magazine (Osaka, 
Japan), 16-bit home video 


from operations) lost income 
there for the first time ever; 


markets in the US and 


global net profits dropped 


70%. Tecmo and Jaleco earned 


Europe remained terrible 
through the reporting 


period. A deteriorating yen/ 


40 to 60% less from coin-op 
sales worldwide during fiscal 


dollar exchange rate also hurt 


1994-95. Nintendo’s balance 


plenty. The following figures 
refer to a combined 
worldwide sales and 


operations: | Capcom cA 
suffered a net loss of aa AD 
$NZ170 million; = 
Konamisufferedanet (& 

loss of $NZ210 

million. Sega 


increased its coin-op 

sales 18% and increased arcade operation 
revenue 20% (thanks to product such as 
Daytona USA), butSega’s global net income 


ground to make up. 


sheet was fairly good inJapan, 
but its global net income 
dropped 20.9% compared to 

the previous year, due to 
the market slump and 
%, _ fiercecompetitionin the 
~~, USA and Europe. In 

on 

™) all, Japan’s factories 
are hoping this year’s 
launch of new coin-op 
games and new home video platforms will 
stem the tide ... but they’ve got a lot of 


shoulder and work. Instead you should 
be delegating ... And checking up 
occasionally on progress. 
FOR YOUR PEOPLE TO DO 
A REALLY GOOD JOB... 
mployeescan only doa good 
job if they understand the 


1) Create the right atmosphere. 
Makeitclear the aimis to changeIvs 
You to We. Begin this process by 
(—- making the objective clear. 
Example: “I know you feel 
f> strongly about this ... But look 
on it as a chance to work 
whole system ... And how what together and improve our 
they do fits into the big picture. relationships.” Pick the right 
When this occurs, staff become spontaneously | setting. Example: Not the big boardroom if 
competent - a flow diagram exposed the entire | dealing with unhappy workers. 
workings of a medical clinic. Once all the staff | 2) Clarify the situation. Each person in 
were able to see what was going on... withinan | conflict should try to understand his or her own 
hour they were able to see redundancy within | needs as well as those of the others, plus their 
the system and offer suggestions. perceptions of the conflict. 

Profitability shot up 15% to 20% and | 3) Concentrate on individual and shared 
billings increased accordingly. The biggestthing | needs. Common needs can be building blocks 
of all was the morale boost ... Xerox found that | for replacing conflict with co-operation. 
when they stopped rewarding individualsand | 4) Generate positive shared power. 
changed ... to work communities and work | Replace “power over” with “power with”. Aim: 
teams, people were able to understand what | So the persons in conflict will recognise how 
other people were doing, and how they related | they need each other. 


to the whole. Xerox ... became a model of | 5) Focus on the future but learn from the 
improved quality and regained market share. | past. Use past problems to develop better future 
However, and on the other hand. relationships. 

A departmental situation divides the | 6) Find options. Brainstorm to find creative 


total system into units or sections and drives | new ideas to meet everyone’s needs. Look from 
people apart. They become worried about their | practical suggestions for small stepping stones 
own survival, and the competitiveness of their | that will build wider agreement. 


own department. 7) Develop mutually beneficial 
IF YOU’RE KEEN TO KILL CREATIVITY | agreements that will turn conflict into 
IN YOUR COMPANY opportunity. 
hen here’s how to do it. Just use these time- AND, THE WARNING SIGNS FOR 
tested phrases ... 1) We’ve tried it before. 2) THOSE AT THE COAL FACE ... 
It’s never been done that way before. 3) It’ll cost tart stewing when you begin to see 
us too much. 4) That’s not how one should doit. management display the following warning 
5) Why should we try this?6) Hasanybodyever | signals. They ... 
shown that it’ll work? 7) If it ain’t broke don’t | 1) Initiate excessive change. Signs: 


fix it. 8) That sounds like a good idea ... We'll | Frequent major organisational shifts, survival 
talk aboutit at the first available opportunity. 9) mentality, low morale, confusion, high turnover. 


We'll have a committee review it. 10) What’sin | 2) Are willing to live with poor 

it for you? performance. Sign: Rewarding people when 
DO YOU KNOW HOW TO RESOLVE they don’t deserve it. 

CONFLICT IN THE WORKPLACE? 3) Fail to delegate. Signs: Role confusion, 


ome conflict cannot be avoided. After all, | lack of trust, lots of meetings, lack of clear 

there are differences between people. At | downward communication, and lack of co- 
the same time, not all conflict is bad. Conflict ordination. And, they ... 
should not be a win/lose situation. Instead, it | 4) Communicate poorly. Signs: 
should be part of a wider relationship. Those | Unpleasant surprise from the ranks, top staff 
who disagree should view their differencesasa | meetings that are infrequent and poorly run, 
valuable diversity that can be mutually | and a critical attitude that discourages calling 
beneficial. It is your task to bring this about. attention to problems. 
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A Head-to-Head Rally with 
unbelievable sound effects: 
The most realistic Gat kacing game! 


At top speeds, the outside worl whizzes fast you! 
Using your sill and the drift effects, push yourself to the limits! 
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SUTTABLE FOR ALL AGES 


This product is marketed in NZ under an exclusive distribution licence held b 
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Coin Cascade Ltd. 
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n the opening day of the KGa aoe 


machine show in Hong Kong, Taiwan 
cabinet manufacturer Weche is reported to 
have completed a deal with Korean 
distributor Fomax Co. of Seoul for 1,000 of 
~ its OK Baby video cabinets. 

_ Jackie Chan, martial arts film star who 
_} features in the new Kaneko video game 
of the same name, put in an appearance at 
the Hong Kong show in June. Those who 

~ are alleged to know, reckon that he charges 


= = $150,000 for a two hour appearance on a 


: publicity /PR exercise. We presume that is 
_ Hong Kong dollars and not US dollars, but 


= ; INDONESIA 
pedagia is rated the next big market, 
daccording to Far East sources. The 
country, which has about 6,000 bingo tables 
in operation, is currently the most rapidly 
expanding family entertainment centre 
_ market and there is talk of a major coin 

machine show being held there in the near 

== future. 

ear e THAILAND 
n n Thailand the celebration of 50 years rule 
Loy the current monarch included some 
“high- -level invitations to leading coin 
machine personalities. Main Thai operating 
and distribution company Galaxy, 
apparently issued invitations to trade 
leaders in Southeast Asia, including some 
top officials at Sega. 

EUKOFE 
he A dona in pinball sales in Europe 
4 is reported to be coming to an end. 
France is picking up and so is the UK, 
according to industry sources. Eastern 
Europe remains slow for pinball because of 
limited funding. 
AUSTRALIA. 
Pe: tables are becoming more popular 
in isolated Pacific areas. One Australian 


SNE OU 


a ‘manufacturer Be brts increased sales to 
| Papua-New Guinea and even a container 


performasmuchas 30 percent better because 


being sold to the tiny Australian- influenced 
tax haven of Vanuatu. | 
SPAIN 
aelco of Spain has introduced its own 
double PCB game. Its new World Rally 
2 driving game board will drive two cabinets 
or monitors simultaneously and the dri 
on each can choose either of two 
there is still the join-in option. 


itself as one of the few - and certa 
leading - originator of video ga 
Europe. 


sit-down and upright and there mus be at 
least 100,000 of them in operation around 
the world. I think this version of Wor 
Rally is better than the original, butIs 


that the sheer numbers of driving mes-——— 
around in 1995 and the rate with which 


other manufacturers develop them, 1 


that it will not reach the same production 3 


figures as the 1993 model.” 


He points out that in hisown country, | 
Spain, and in Italy, linked driving games © 


giving competition between players 
as popular as in other countries. 

“Perhaps they don’t like to lose face 
by losing against another = possibly a 
stranger - player. Yet in other countries 
such as the UK and the US, linked games 


the character of the players is different and 
they prefer to compete with one another 


NM OUT 


CONVERSION 
GAMES 
Sega "Virtua Fighter 2" 
Sega "Virtua Striker" 


Psikyo "Strikers 1945" 


SNK "World Heroes Perfect" 6 


1. 
2.  Sega"Daytona USA" _ 
3. Midway “Cruisin’ USA" 
4. Midway "Killer Instinct" __ 
5. Namco "Suzuka 8 Hours 2" __ 
6. Dynamo “Solitaire Challenge” 
7.  Premier"Stargate’ 
8. Namco "Suzuka 8 Hours" 
= 9. ..Sega VirtuaCop. 5 2 
10. Williams "Star Trek: TNG" | 
dle Namco “Tekken” . 4 - 
(12. Bally “Theatre of Magic" 
13. Sega "Virtua Fighter os 
14. Capcom "X-Men" 
15. Premier "Shaq Attaq” 
16. Bally "The Addams Family" 
17. Sega "Outrunners" 
18. Premier "Resuce 911° 
19. Taito "Bust-A-Move" 
20.’ Williams "Roadshow" 
21. Sega "Virtua Racing” 
22. Sega "Frankenstein" 
23. Namco "Ridge Racer" 
24. Bally "World Cup Soccer" 
25. TWI"T-Mek” 
26. Williams "The Shadow" 
27. Namco "Lucky & Wild" 
28. Konami "Lethal Enforcers II" 


nN 
bogs 


TWI "Cops" 
. Williams "Dirty Harry" 


JAFANESE GAME MACHINE 


DEDICATED 
GAMES 

1 1. Sega "Virtua Striker" 

2 2. Sega "Virtua Fighter 2" 

3. Taito "Puzzle Bobble" 3. Namco "Air Combat 22” 

4. 4. Sega "Rally Championship" 

5. Vid.Sys. "Mahjong Rom. 2" 5, Sega "Rally Championship 2" 

6. Sega "Sport Fishing" = 

7. Capcom "Night Warriors" 7. Sega "Cool Riders" 

8. Namco "Tekken" 8. Namco "Ace Driver" 

9 


- Wreath "Quiz Champion" 9. Sega "Virtua Cop" 
10. Make Soft. "Mahjong Class." 10. Namco "Point Blank" 


=RICAN TOP GO 
EO & PINBALL 


Matias "Mortal Kombat 3% ; 
_ = 
33. 
34. 
oD: 
36. 
Of, 
38. 
39. 
40. 


PINBALLS 
1. Williams "Roadshow" 
2. Williams "Flintstones" 
3. D.East "Tales from the Crypt’ 
4 
5 


Midway "Addams Family" 
Premier "World Chal. Soccer' 


Williams "Demolition Man" 

Am. Laser "Fast Draw" 

Taito "Under Fire" 

Fabtek "Raiden DX" 

Konami "Lethal Enforcers" 
Premier "Freddy" 

Kaneko "Gals Panic II" 

Konami "Run and Gun" 

SNK "Aero Fighters 2" 

Midway "Revolution-X" 

Sega "Maverick" 

Kaneko "Great 1000 Mile Rally" 
Williams "The Flintstones" 
Bally "Twilight Zone" 

Capcom "D&D Tower of Toom" 
Namco "Ace Driver" 

Sega "Baywatch" 

Fabteck "Raiden II" 

Williams "Indiana Jones" 
Namco "Point Blank" 

SNK "Samurai Shodown II" 
Sega "Virtua Fighter" 

Data East "Guns N Roses" 
Namco "Ridge Racer 2" 

Am. Laser "Drug Wars" 

Am. Laser "Crime Patrol" 

Data East "Tales from the Crypt" 
Williams "Fish Tales" 

Data East "Jurassic Park” 
Konami "Racin' Force" 


CONVERSION 
GAMES 


DEDICATED 
GAMES 


1. Midway "Killer Instincts" 1. Sega "Daytona" 

2. Midway "Mortal Kombat 3" 2. Sega "Virtua Cop" 

3. SNK "Puzzle Bobble” 3. Namco "Ace Driver" 

4. Seibu "Raiden DX" 4. Sega "Rally Championship" 
5. Seibu "Raiden II" 5. Midway "Cruisin' USA" 

6. “Dyna Blaster” 6. Sega "Virtua Fighter II" 

7. Namco "Tekken" 7. Sega "Desert Tank" 

8. Capcom "X-Men" 8. Namco "Suzuka 8 Hours" 
9. SNK "Street Hoop" 9. Sega ‘Outrunners" 

10. Kaneko "Jackie Chan" 10. Game Master "Air Hockey" 


1 
- 
3 
4 
5 
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TIME OUT NEW ZEALAND 


PINBALLS 


Williams "Dirty Harry" 
Premier "Shag Attack" 
Premier ‘Stargate’ 
Williams "Shadow" 
Williams "Star Trek’ 
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MS 3»: 
CONVERSION GAMES 
Capcom "Street Fighter Alpha” 
Sega “Virtua Fighter 2” 
Midway "Mortal Kombat 3" 
Namco "Point Blank" 
Midway "Killer Instinct" 
Namco "Tekken" 
Kaneko "Jackie Chan" 
Taito "Elevator Action Returns’ 
Seibu "Raiden DX" 
Capcom "X-Men" 
DEDICATED GAMES 
Sega "Rally Championship" 
Sega “Daytona” 
Sega ‘Virtua Cop" 
Namco "Ace Driver" 
Sega "Cool Riders" 
Midway "Cruisin' USA" 
Sega “Star Wars’ 
Namco “Suzuka 8 Hours 2" 
Sega "Outrunners” 
Namco "Ridge Racer 2" 
PINBALLS 
Bally "Theatre of Magic” 
Bally "No Fear" 
Bally "Indy 500" 
Williams "Jackbot" 
Sega "Baywatch" 
Williams "Dirty Harry” 
Gottlieb "Stargate" 
Williams "The Shadow" 
Williams "Star Trek" 
Bally "World Cup Soccer” 
PRIZE REDEMPTION 
ICE "Cyclone" . 
Namco "Whack a Croc” 
LAI "Stadium Basketball” 
LAI "Street Basketball" 
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PLAYMETER 


CONVERSION GAMES 


Midway "Mortal Kombat 3" 
Capcom "X-Men" 

Kaneko "Gals Panic 2" 
Taito "Bust-A-Move" 
Namco "Tekken" 

Fabtek "Raiden DX" 
Am.Laser "Drug Wars 
Fabtek "Raiden II" 


Kaneko "Great 1000 Mile Rally" 
Capcom "Street Fighter Movie" 
DEDICATED GAMES 


Sega “Daytona USA" 
Midway "Cruisin' USA" 
Sega "Virtua Cop" 
Sega “Virtua Fighter 2” 
TWD "T-Mek" 
Namco "Point Blank" 
Midway "Killer Instinct" 
Sega “Outrunners" 
Namco “Suzuka 8 Hours 2" 
Namco “Suzuka 8 Hours" 

: PINBALLS 
Bally “Theatre of Magic’ 
Premier "Stargate" 
Williams "Star Trek: TNG" 


Bally "The Addams Family’ 


Williams "Roadshow" 

Sega “Baywatch” 

Premier "Shaq Attaq” 

Bally "World Cup Soccer" 
Williams "Dirty Harry” 
Williams "Demolition Man" 


PRIZE REDEMPTION 


ICE "Cyclone" 
Bromley "Super Wheel Em In" 
Coastal "Jungle Jive” 
Seidel "Smokin' Token” 
Planet Earth "Dinoscore” 


POINTS 


117 
262 
291 
162 
243 
204 
139 
673 
714 
19 


rather than against the r 
Stock of this game 

from yo ar local agent. 

: JAPAN 

Sega Moves Production Overseas 
s a result of the high yen, Sega 
Enterprises has announced that it is 
moving all of its home game machine 
production overseas next year. Company 
sources, citing the rising cost of production 


Ow available 


-in Japan as the main reasons for the move, 
said overseas production can save the 


company up to 50% of labour and payroll 


costs. The action will affect production of all 
- of Sega’s 32-bit game units. 


=Spen Day Debut For Taito 


2S stage its world debut at Electrocoin’s 


‘Brent Crescent Open Day. 


=e game, which incorporates both 
motorbike and car and uses the latest 
polygon technology, will be flown in from 
Japan for the preview prior to its first 
production run. 
i USA 

oe Coin- -Op Goes Internet 
Iwo prominent trade members launched 
coin-op information services on the 
Internet in May. AMOA past president Jim 
Trucano opened the Vending & 
Entertainment Network (VENNET) 
featuring used equipment listings, among 
other things. Industry technical guru Randy 
Fromm created a prototype site called (for 
now) Amusement International Magazine 
whose main content so far is an archive of 
his technical instruction articles. Both men 
expect these projects to grow and evolve 
into providing many additional functions 


over the next several months. VENNET’s 


current Internet address is http:// 
wave.sheridan.wy.us/jtrucano/ 
index.htm / but Jim says this will be revised 


~) in 30-40 = Randy Fromm’s Internet site 
is” http://w3.the group.net/~aim/ and 


that’s permanent so far as we know. 
Bushnell Returns 
olan Bushnell, founder of the original 
Atari Corporation and “father” of the 
video game, has formed a new Los Gatos, 
California, firm called E2000. The company’s 
three major goals are to licence and market 
traditional coin-op video kits, negotiating 
with Incredible Technologies regarding 
Golden Tee Golf 3D; create and sell unique 
eight-player group video games for taverns 
with 25 cents needed to activate all eight 
player stations; and to open and operate a 
chain of multi-use hi-tech centres that will 
offer entertainment, education, exercise and 
dining, with various functions keyed to 
different customers and different times of 
day. | 
A prototype site will open on 
September 15 somewhere in California’s 
Silicon Valley, Mr Bushnell said. 
Home Video Up : 
he $NZ16 billion US home video game 
industry is now 30 to 35 times larger 
that the US coin-op video industry, as 
measured by manufacturer sales volume. 
Home video staged its first-ever E3 trade 
show (Electronic Entertainment Expo) in 
Los Angeles from May 11 to 13. Well over 
20,000 people attended. The show filled 
LA’s huge convention centre with multi- 
million-dollar booths by Sega, Sony, 
Nintendo, Atari, 3DO, SNK and other 
hardware makers, plus scores of software 
makers including Williams and Acclaim. 
Coin-op tradesters willbe interested tolearn 
that Killer Instinct ships to the US home 
market on August30. Home game platforms 
are switching over to CD now (Sega’s 32-bit 
Saturn is already in stores) and graphics 
quality is exactly equal what's in arcades. 


COURTESY: INTERGAME, EUROSLOT, REPLAY, 
PLAYMETER, JAM, AB EUROPE, LEISURE LINE 
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CODE OF ETHICS 


well-lit, safe family environment. 


1, Time Out provides a clean, 


ways on duty at 


2.A trained manager or shift ou ervigor IS al 
Time Out. 


3, Time Out is committed to establishing good working 


relationships with parents, ocal schools, youth workers an 
the local community in general. 


4, School children aré not permitted in Time Out during school 

hours unless accompanied by a parent or guardian. if school 

children try t° enter Time Out during school hours, the schoo! 
or parent will be contacted. 


n are not allowed at Time Out 


| of 
young people. Ds Unaccompanied young childre 
Whil after 9.00 pm. 
st not wantin | 
ro to 6. Loitering in Time Out is actively discouraged. 
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7. Food and drink are not permitted in Time Out Centres. 


B, Smoking, alcohol and gambling are strictly forbidden. 


9. People who appear under the influence of alcohol are not 
permitted in Time ut. 


a anti-social 
| behaviour 


10. Acceptable social behaviour is encouraged an 
y 


behaviour is actively discourage. ny unlawfu 
is reported to the police. 


11. Sound levels are onitored to keep them within 


m 
acceptable limits. 


make i 
t easier on you | in all Ti ily Lei 
r staff, your strictly enforced In all Time Out Family Leisure Centres. 
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ASIA PACIFIC THEME 
PARKS AND 
ATTRACTIONS 
CONFERENCE 
Singapore International 
Convention and Exhibition 
Centre 

Singapore 

Contact: AIC 

Tel: +65-322-2700 

Fax: +65-226-3264 


SALEX/PARKEX 
Sao Paulo, Brazil 
Contact: Worlds Fair 
Tel: +44-61-624-3687 
Fax: +44-61-624-2554 


1995 INTERNATIONAL 
DJ EXPO 

Trump Regency Hotel 
Atlantic City, New Jersey, 
USA 

Contact: Expo Hotline 
Tel: +1-516-767-2500 

Fax: +1-516-767-9335 


EXPO DIVERSIONES 1995 
Expo Guadalajara 
Guadalajara, Mexico 
Contact: AIFAD 

Tel: +52-3-614-3015 

Fax: +52-3-647-8839 


AM SHOW 

Nihon Convention Centre 
Makuhari Messe, Japan 
Contact: JAMMA 

Tel: +81-3-3438-2363 

Fax: +81-3-3438-2721 


ae 


IAAPA SUMMER MEETING 


Ocean Park, Hong Kong 


Contact: International Ass'n of 


Amusement Parks & 
Attractions 

Tel: +1-703-836-4800 
Fax: +1-703-836-4801 


AMOA EXPO '95 

New Orleans Con'n Centre 
New Orleans, USA 
Contact: AMOA 

Tel: +1-312-644-6610 

Fax: +1-312-321-6869 


AMUSEXPO '95 


Espace Champerret 
Paris, France 

Contact: Blenheim 

Tel: +33-(1)-47-56-21-08 
Fax: +33-(1)-47-56-21-10 


FUN EXPO '95 

Orange County Con'n Centre 
Orlando, Florida, USA 
Contact: Fun Expo 

Tel: +1-914-993-9200 

Fax: +1-914-993-9219 


AMOAO CONVENTION 
Contrad Jupiter's Hotel & 
Casino 

Queensland, Australia 
Contact: AMOAQ 

Tel: +61-7-841-1021 

Fax: +61-7-841-1332 


GAMEX S.A. 

Gallagher Estate Exhibition & 
Conference Centre 

Midrand, South Africa 
Contact: Worlds Fair, Ltd. 
Tel: +44-161-624-3687 

Fax: +44-161-665-1260 


New Orleans Convention 
Centre 

New Orleans, USA 
Contact: IAAPA 

Tel: +1-703-836-4800 

Fax: +1-703-836-4801 


SUPERGAMES MOSCOW 


Krasnaya Presnya Int'l 
Convention Centre 
Moscow, Russia 
Contact: ITE Exhibitions 
Tel: +44-171-286-9720 
Fax: +44-171-286-0177 


SEE COIN CASCADES STAND IN HALL 3 SITE 339 
FOOD SERVICE 1995 SETTING THE FACE ... 


early 200 companies willbe showing 

off the latest and greatest products 
and services for the food service and 
hospitality sectors at the 1995 Foodservice 
show. 

Foodservice'95 opens at the Epsom 
Showgrounds on the 13 August. The three 
day event is expected to attract up to 
10,000 visitors from all over the country. 
Spokesperson for the event Alison Morton, 
says there are a number of first-time 
exhibitors in 1995 and organisers attempts 
to get exhibitors to use Foodservice to 
introduce the industry to new and 
innovative products, seem to be getting 
through. 

"For the first time in a number of 
years we have several exhibitors launching 
brand new products and service. 
Foodservice is an ideal opportunity for 
these companies to reach their target 
audiences in a setting designed for doing 
business. At the same time for people in 
the industry - cafe owners, cafeteria 


managers, takeaway bar operators - 
Foodservice represents a perfect way to 
see what's new and to have personal access 
to suppliers within a short space of 
precious time and all under one roof." 

The seminar programme that is 
held in conjunction with Foodservice is 
also expected to be well attended. The 
keynote speaker this year is Beverley 
Hanapole who is being brought to New 
Zealand with the support of Lion Nathan. 
Hanapole is currently general manager of 
The Beekman Arms, America's oldest inn 
located in Rhinebeck in New York. 
Hanapole is a livewire personality and 
promises to bring a very interesting 
perspective to the seminar programme. 
She will speak on topics as diverse as beer 
and food matching and staff motivation - 
from the top. 

Foodservice opening hours are: 
Sunday 10 am - 5 pm, Monday 10 am - 
8pm, Tuesday 10 am - 5 pm. 


=3 SHOW HOSTS $NZI16 BI. 


brand-new trade show for home video 

games exploded in the Los Angeles 
Convention Centre on May 11-13. The 
acronym “E3” reportedly stands for 
“Electronic Entertainment Expo,” although 
casual observers could be excused for 
thinking it means “Extraordinary 
Elephantine Extravaganza”. 

For journalists, covering a show this 

big is like being assigned to cover a World 

War, or maybe the Milky Way Galaxy. That 
is, the sheer magnitude of people and 
continents, not to mention the stars and 
planets, involved is simply overwhelming. 
Words fail; youhave to fallback onnumbers 
- and even they don’t convey the colossal 
size of the darned thing. 

For starters, it’s now estimated that 
the home vidgame industry racks up $16 
billion in annual sales (hardware and 
software) to US consumers. That’s bigger 
than some countries’ Gross National 
Product, isn’t it? It’s certainly bigger than 
the (maybe) $500 million that US operators 
spend on video games each year. (Reliable 
estimates suggest operators buy 150,000 
videos annually; we pegged the average 
unit cost at around $25000). 

One exhibitor said 8000 home video 
games are now on the market. (They were 
probably all shown under E3’s single roof). 
When asked why this or that title wasn’t 
being developed for coin-op use, factory 
reps at E3 usually shrugged and looked the 
other way. Translation: the ROI isn’t worth 
it. Better to spend your development money 
on (hopefully) the next big home game hit, 
where you can do $80 million in sales the 
first week in stores. That’s what happened 
last fall when Mortal Kombat II went to the 
home. 


INDUSTRY: HOME VIDEO 35X LARGER THAN 
COIN-OP VID SALES 


Next gigantic number: show 
organisers estimated that 30,000 people 
would attend E3. On day two, a veteran 
organiser of another show estimated final 
numbers might be 22-25,000. Later, others 
claimed the headcount topped 34,000. But 
when you reach those kinds of figures, 
who cares? Anyway, it was all industry 
people - no kids, no players off the street. 

More staggering statistics: Sony’s 
booth and Sega’s booth reportedly cost 
$4.8 million each. That’s just the booth 
setup! Each of these leading firms booked 
enough space for a high school marching 
band to practice Homecoming Weekend 
parade drills, with enough room left over 
for two cheerleading squads and six 
bleacher sections. (Our photographer said 
trying to squeeze all of that into one 35mm 
frame was like trying to paint a 
comprehensive picture of Mardi Gras ona 
postage stamp). E3 occupied every single 
hall of the recently expanded Convention 
Centre. 

The news at E3 was also big. Sega 
stole a march on the competition - including 
its own third party software suppliers - by 
releasing first shipments of its new 32-bit, 
CD-based “Saturn” home game platform 
to retailers as the show opened. That’s 
months earlier than expected. This 
marketing coup left Sony and Nintendo in 
the dust. Saturn will cost $2640 and will 
ship with a home version of Virtua Fighter. 
Sega showed home versions of more coin- 
op hits like Daytona USA, Virtua Fighter 2, 
Virtua Cop and so on at their stand. Sega 
has invested tens of millions of dollars into 
CD hardware and games for this end of the 
business, and in fact CD platforms were 
visible in other booths as well ee Atari, 


| 
| 


SNK, etc). 

Sony announced its 32-bit 
PlayStation will cost $2480 and will hit 
stores on September 9. They'll have lots of 
brand new titles plus arcade hits such as 
Namco’s Cybersled, Ridge Racers, Tekken, 
Air Combat and more. Early word from 
Japan, where PlayStation has already hit 
the market, is that it’s leading the battle for 
market share over there. 

The “other Atari” (Atari Corp. not 
the TWi/Atari which makes coin-op 
product) showed a $159 64-bit CD based 
system. They also showed a $480 home VR 
platform developed in concert with 
Virtuality, the British based leaders in this 
field. Atari even had a home version of 
Virtuality’s arcade hit, Zone Hunters. 

Did we say Nintendo was left in the 
dust? Actually, the company could be 
leading the pack if youbelieve that software, 
not hardware, is the name of the game. 


They've got Killer Instinct coming to their 
16-bit home systems. This game only 
dropped from Number One on RePlay’s 
Player’s Choice charts a couple of months 
ago, and it’s still running very high in the 
ratings. 

It’s lucky for Nintendo that software 
counts so much because they’re lagging far 
behind, calendar-wise, in the hardware race. 
One week before the show opened, 
Nintendo announced their much- 
ballyhooed “Ultra-64” platform won't ship 
until April of next year, 1996. Ultra-64 is a 
64-bit home game system developed with 
help from Silicon Graphics. It will be priced 
around $2400 retail, they said. Nintendo 
also previewed its “Virtual Boy” 32-bit 
system, a portable platform with a 
binoculars-like interface through which 
viewers see colour 3D graphics. It ships 
August 14 and costs about $290. 

Many other companies showed 
software for use on the various systems 
by Sony, Sega, Nintendo, Atari etc. A 
leading software supplier was Acclaim, 
which announced 45 titles for desktop 
computer CDs and other advanced 
platforms, plus more titles for the still- 
busy 16-bit home systems. Williams 
Entertainment Inc. had a decent-sized 
booth with a stage and some stunning 
decor including a giant, moving 


& mechanical panther head. Williams was 


promoting Mortal Kombat 3, which will 
be released for several different home 
game platforms in a couple of months or 
So. 

In all, maybe it’s not so surprising 


. that some manufacturers are losing 


patience with endless complaints from 
operators about game pricing, release 
dates, service, or whatever. After all, 
measured in dollar sales volume, 
operators are just 2.8% of the video 
market. In the universe of entertainment, 
coin-op is a very small part of a very big 
galaxy. 


fe those of us who are economical with 
words and short on inspiration it is often 
easier to borrow ideas from other publications, 
perhaps consolidate them and then print the 
result. 

Of the limited number of’ general 
publications that cross my desk the Main Report 
is a good source of ideas. The Vetinary Business 
Letter also unknowingly contributes to the 
occasional article. 

A common theme to both of these is 
quality - quality of product or service, quality of 
performance, quality of relationships - with 
staff, with customers, with suppliers and 
suggestions for improving and measuring such 
quality. 

WHO MANAGES YOUR QUALITY 

STANDARDS? 

any say quality comes 

from the top, because 

quality systems are often the 

bosses’ prerogative. (Or should 

be!) Butif the boss doesn’t deliver 

“top quality” in the eyes of staff, 
then overall quality suffers. 

Standards are set by 
individuals to match their 
perception of “best quality”. So 
staff with poor quality (by industry << 
standards) will view the bosses quality ~ 
as acceptable, and make that their standard 
too. And if these are below the industry 
standards? 

After around 25 years of age, it’s difficult 
to change individual quality perceptions and 
therefore standards. So if the boss or staff, find 
it difficult to set or meet acceptable industry 
quality standards, your business hasa problem. 
This pertains to issues such as hygiene, tidiness 
of work areas, timeliness, checking regimes, 
honesty and integrity and respect for others, to 
name some. 

Everyone in an organisation has a 
responsibility to maintain quality standards. 

Everyone should check procedures they 


perform meet known quality 
standards. (Internal standards must meet 
external standards). 
° If an individual cannot meet these 
standards, then depending on age, they may 
have to leave. It is very difficult, expensive and 
generally futile to attempt to train people in 
quality standards after the age of 25 (a real boss 
problem). 
° Youneed to audit an individual’s quality 
standards before they are hired. Simple things 
like finger nails, hair, clothes, state of car, shoes, 
CV presentation, reports, timeliness, suspicious 
testimonial comments, can tell you a great deal 
about the applicant’s quality standards. 
° If there are any signs of standards below 
what you expect, don’t hire on the basis you can 
correct them. It’s not worth the effort or the cost. 
Don’t hire. 
e Quality and safety are trading issues. 
Poor quality will cost - good quality is a 
comprehensive advantage. 
DO YOU HAVE THIS KEY ATTRIBUTE 
OF A GOOD LEADER? 
A real leader creates an 
atmosphere where people 
enjoy working. We spend a good 
deal of time at work each day and 
weshouldn’ttakeit all seriously. 
The atmosphere must be focused 
but it must be relaxed. People 
must feel free to make mistakes. 
If they haven’t got that 
environment they will play it 
safe all of the time and great 
opportunities will be missed. A 
good leader always gives recognition and 
rewards according to contribution. Nothing 
motivates employees more than positive 
enforcement.” 
DO YOU PRACTISE INTERNAL PUBLIC 
RELATIONS? 
nternal public relations means managers 
must be sensitive to the little things that irritate 
employees. That’s because they harm 
productivity. Examples of irritants: Not giving 
ground gracefully when you’re wrong or make 
a mistake ... Being rude... Bullying ... Criticising 
other departments ... Losing your temper ... 
And constantly looking over everyone’s 


THE MK3 PROGRAM IS RIGHT ON SCHEDULE! 


he unprecedented unveiling of MK3 
at the ACME show in Renoestablished 
not only a mega hit game, but an industry 
first in promotional programmes: 
Coin-Op TV Commercials 
Blockbuster Motion Picture 
Live Action Tour - USA only 
Hundreds of Licensees Advertising 
MK Animation Series 
Free Game Update 
Allthe promotional events arenow 
on schedule and in process. With a great 
delivery schedule, we now have made a 
solid market 
penetration with good 
quantities on location. 


MORTAL KOMBAT 
UPDATE 
World of Mortal 
Kombat grows as 
coin-op launch 
kicks off “The Year 
of Mortal Kombat”. 
Run continues as the 
hottest property in 
videogames and in licensing. 


Licensing Update 
More products _ - 67 total 
More licenses - MK: The Movie 
(7 products) 
More categories - game carrier case, 
models - strategy guides, “Making of 
the Movie” guide 


MK: The Movie 
August 18, 1995 - US premiere 
$NZ30 million add spend - largest in 
New Line history 
TV advertising 


Mortal Kombat Animation 
August 29, 1995 release 


e Approx. 1 million units 
e $NZ4.8 million advertising and 
promotions 


Mortal Kombat Live 
Tour - USA Only 

Tour begins September 14, 1995 

190 North American US markets in 

total (includes Canada) - 70 in West 

troupe, 120 in East troupe. 

Tournament players will interact, star 

in show 

Pat Johnson named Choreographer - 
“MK:The Movie”, “The 
Karate Kid”, “Teenage 
Mutant Ninja Turtles”, 
“Buffy the Vampire 
Slayer”. 


AND NOW IT GETS 
EVEN BETTER 
The free exchange 
update of 11 chips adds: 
3 New Backgrounds 
° 5 New Characters 
New Kitana 
° New Mileena 
Scorpian 
Reptile 
New Character (name to be decided) 
Hundreds of new moves 

Another historical first!! A free, new 
program of over 35% of the game! Available 
late this year - premiered at the AMOA 
show in New Orleans. 

Not only will this free exchange 
ignite current collections, but it will create 
a new market for the update MK3 - a new 
product!! 

The program is designed to 
continue the extraordinary collections for 
the months to come. 

STAY ON SCHEDULE! 

SELL THE PROGRAM! 


COURTESY JAM 


he Leisure Development Centre (LDC), a 

non-profit organisation affiliated with the 
Ministry of International Trade and Industry, 
has been compiling statistics on Japan’s leisure 
industry since 1977. The statistics are then 
presented in an annual White Paper. 

This year’s report marks the 19th edition 
of the Paper. With each report, the Centre offers 
a special section devoted to a particular trend 
noted in the year covered. In this year’s Paper, 
the issue is Japan’s rapidly ageing society. The 
question, of course, is what effect this 
demographic shift will have on leisure and the 
leisure industry in Japan. 

Without going into too much detail here, 
it can first be pointed out that 14% of the 
population today is 65 years old or older. By the 
year 2020, the proportion is expected to reach 
25%. More and more newspaper reports have 
been appearing these days discussing the effect 
this will have on the business world. The number 
of people of an employable age is slowly 
dropping, a problem compounded by the 
country’s falling birth rate. The repercussions 
could potentially be great, and some observers 
have even gone so far as to suggest that the 
economy will grow stagnant. 

As for the leisure industry, the prospects 
are not bright as regards this group. Most of the 
people in their 40s and 50s who were asked what 
they will do when they hit retirement age gave 
responses that indicate their activities won’t 
involve much patronising of services. Rather, 
they would prefer spending time with their 
friends and family, engaging in outdoors 
activities such as hiking, keeping fit, or simply 
relaxing and enjoying having free time. 

HOBBIES AND CRAFTS SEE BOOST 
IN POPULARITY; AMUSEMENTS 
LEVEL-OUT 
L et’s look at the four areas of leisure activities 

as broadly defined by the LDC. 
i Sports: In this sector, statistics show 
that there was a drop in participation in fitness- 
oriented activities such as aerobics and training. 
For young people, bowling and skiing - both of 
which had until recently enjoyed one of their 
periodic resurgences in popularity - became less 
of a factor in their leisure choices. A range of 


other outdoors activities, including cycling and 
bicycle-related sports and fishing saw their 
participation rates remain relatively unchanged, 
a tribute perhaps to the simplicity with which 
one can be outfitted for those activities and their 
timeless nature. 

Zz Hobbies and crafts: This area saw a rise 
in its participation rates during 1994. In 
particular, such activities as going to concerts 
and musical performances, and visiting art 
museums and galleries - passive “spectator” 
experiences - saw growth. Likewise, increases 
in the participation rates for gardening - 
particularly popular with older men - and non- 
work related education activities were also 
noted. On the other hand, a range of “do-it- 
yourself” activities, including weekend 
carpentry and home improvement projects, 
sewing, and similar handicrafts, saw their 
participation rates remain basically unchanged. 
> Amusements: Here, the changes in the 
participation rates for karaoke, visiting game 
centres, and dining out began to level out. 
Pachinko saw declines in both the frequency of 
visits and the overall participation rate, but 
nonetheless saw the rise in total spending. 
Publicly operated gambling activities such as 
horse racing and the lottery saw rises in 
participation rates, but frequency and spending 
for them saw little change. 

4. Travel and_ sightseeing: The 
participation rates for driving, tourism, visiting 
amusement parks and facilities such as zoos, 
botanical gardens, aquariums, and museums 
all fell off last year. This is attributed to the 
exceptionally hot summer and to the water 
shortages experienced by many of these 
attractions, forcing shortened hours and water 
rationing. Participation rates for overseas travel 
grew again in 1994, a factor of the strong yen 
and stubbornly high prices at home interestingly 
compared with recreational vehicles - called 
ohto kyampu, or “auto camp” - also saw an 
increase in popularity. It is seen as an activity 
that involves the whole family, a matter of 
increasing importance for many. 

DINING OUT REMAINS MOST 
POPULAR LEISURE ACTIVITY 
IN the White Paper offers statistics for 

the most popular leisure activities, based 


Frankenstein /Sega) who had toamendanactor’s 
nose as depicted in the backglass art in order to 
please the person depicted. 

These elements combined goa long way 
towards producing a game that has plenty of 
excitement and therefore good earning potential 
- but there is more. For example, as a player it is 
very annoying when the ball leaves the playfield 
as a result of poor game dynamics. There must 
be a science to help calculate the movement of 
the ball, but nowhere is it taught to pinball 
designers. 

Nevertheless, Williams’ Steve Ritchie 
seems to have mastered it alone. With a track 
record that starts way back with Superman 
(Atari), Flash, Black Knight, High Speed, Black 
Knight 2000 and The Getaway (all Williams), his 
games tend to be quite aggressive with very fast 
ball movement calling for 100% concentration 
from the player. This is then rewarded with 
smooth ball flow around the playfield, unlike 
some games where the ball just seems to 
move around 
uncontrolled, 


banging into parts of the playfield and bouncing 
over the flippers. In fact playing a Steve Ritchie 
game is not so much a game as a battle. 

At the other end of the spectrum we 
have games like those of Pat Lawlor (Williams), 
which include Earthshaker, Fun House and 
Addams Family. These not only succeed in 
providing a good game but also bring a smile to 
the players’ face. 

At the end of the day, the pinball 
manufacturers recognise that they are in the 
entertainment business. It is not quite 
Hollywood admittedly, but with the current 
spate of licensing tie-ins they are surely close 
relatives. The manufacturers have done their 
utmost to cram in as much fun per play as they 
possibly can and the ball is now in the operators’ 
court to ensure that the fun continues the whole 
time the game is on site. 


young women registering at 
48.4%, against 1993’s data of 
47.0% and 46.2% respectively. 
Of special interest are the rises 
in participation for men in 
their 30s and 40s. The rate for 
men in their 30s reached 
38.3%, up from 32.3%, while 
that for those in their 40s went 


from 14.3% to 20.4%. GAME CENTER 


Karaoke saw a slight 
rise in popularity in 1994. 
Most of this appeared to come 
from women in their 20s, 
whose figure stood at 76.9%, a 6% rise over 1993 
for the same group. 

As usual, young men dominated 
participation levels for playing home video 
games. 76.0% of teenaged boys played video 
games at home last year, down from 79.5% in 
1993. Young men in their 20s engaged in such 
activities at a rate of 59.5%, up from 54.5%. 
Participation levels for men in their 30s and 40s 
fluctuated slightly, and the number of teenaged 
girls playing home games rose to 53.2% from 
49.1%. . 

Finally, as regards amusement parks, 
attendance by women dropped off more than 
that for men. 38.8% of the nation’s women visited 
a park in 1994, down from 42.0% in 1993, while 
attendance by men rose to 36.2% from 35.7%. 

HOME GAME SALES LEVEL, BUT 
ARCADE SAW DROP 
HE inally, on this page we see the data covering 
the size of the various market bases and 


participation rates as represented in graph form. 
Both graphs include data covering the consumer 
and commercial video game 


markets. aT factors is sure to be 
First of all, in terms Rate of Participation tremendous. Already the 


of market base, we see that 
the total size of the market 
for home video games - 
including both sales of new 
and used equipment - 
remained steady, holding at 
¥655 billion ($NZ14 billion). 
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equipment marketis not yet 
available for 1993 and 1994. 
While the home video game 
sector may have reached a 
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plateau, the decline in the 
arcades as outlined in chart 8 
is vividly demonstrated here. 
Turning to the data on 
participation rates, we see the 
data from chart 1 represented. 
Looking at the direction and 
shape of the chart, it is clear 
that interest in video games 
has been slowly rising overall 
since 1987 or so. In two or 
three years, it should become 
clear whether the clustering 
around 25% apparent here is 
temporary or perhaps more permanent. 
DRAMATIC CHANGES 
AFOOT FOR 1995 
he next year should prove to be a very 
interesting one, ifnothing else. As this issue 
was going to press, an unemployment rate in 
Japan of 3.2% was announced, adding emphasis 
to the sense of economic malaise. Of significance 
to the amusement industry was Sega’s decision 
to move the production of its new Saturn player 
overseas, a factor of the rising yen and falling 
dollar. What was unexpected about the 
announcement, however, was the fact that it 
wasn’t moving just parts of the work abroad; 
Sega moved all of it. 

Clearly, Japan is nearing, if not already 
at, a cross-roads. The economy is in a relative 
state of turmoil, and the country has already 
had to deal with epic tragedies of both natural 
and man-made origin. Asif that weren’t enough, 
the country also has to deal with an incipient 
trade war with its largest business partner and 
closest ally, the United States. The impact of the 

leisure industry of all these 
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Ty 2 | attack has been felt in such 

places as indoor baseball 
stadiums, where some 
people are said to harbour 
fears for their safety. 
Dramatic changes are 
taking place in Japanese 
society; hopefully, the 
balance of the year will be 
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TIME OUT FORA 
MANAGEMENT REVIEW 


n my first series of articles I intend to focus on 
Employee performance and satisfaction, or to put 
it in other words, your Human Assets. 

The value of loyal, experienced and satisfied 
staff is immense and in the entertainment industry 
staff withstrong customer service skills and customer 
focus are essential. 

We operator in a competitive industry and 
a concern for reasonable return on your Human 
Assets leads toa concern to acquire the Right People, 
to use them well and to increase their contribution to 
your business. Every recruitment decision is an 
opportunity toimprove the Human resource position 
of your business. 

What are the costs of getting it wrong? 
Dissatisfied Customers 
Discontent among existing staff 
Additional recruitment costs 
Cost of termination 
Cost of having a vacancy 
Low efficiency 
Additional costs or rework costs 
Disturbance to an individuals security 
What are the steps to getting it right? 
e Acknowledge that it is a difficult task to recruit 
and select the right people all the time. 
Identification of your business needs and of 
individual job requirements. 
Use of systematic methods, that is, the use of a 
systematic series of steps in the process of 
recruitment (generating suitable applicants) and 
the selection (choosing between them). 
The development and refinement of interviews. 
A willingness to admit our mistakes,to analyse 
why that occurred, to learn by them and to 
gradually increase our skills. 
STEPS IN RECRUITMENT & SELECTION 
Job Analysis 
ob analysis is simply clearly identifying what the 
nature of the job is through producing a Job 
escription and also identifying the characteristics 
of anideal person to successfully do the job - through 
producing an Employee Specification. 

Although it is possible to produce different 
styled Job Descriptions for each job, a standard 
approach has a number of advantages. A checklist 
of headings ensures you at least consider a range of 
job dimensions that may be relevant on each occasion. 
The discipline of looking systematically at a job 
gradually becomes ingrained and second nature. A 
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Job Description states the purpose, duties, 
responsibilities and relationships of the job and lists 
the physical, social and economic factors that affect 
it. It is not a desciption of a person, but of what 
someone does, how they do it, who they do it with, 
in what circumstances. 

The Employee Specification describes the 
kind of person best suited to fill the job and should 
be the key document in recruitment and selection. 

Two essential disciplines are required in 
completing the specification. 

Firstly, in completing the specification it is 
necessary to distinguish between attributes we 
would like to see and essential attributes. Essential 
attributes should only include items which if not 
present then the individual will not be hired. 

Secondly we must keep constantly in mind 
that the attributes needed to do a particular job are 
only part of a whole person's make up and other 
factors need to be considered eg the person's ability 
to relate socially to others. 

Advertisement 
he content should encourage suitable people to 
apply for the. It should also discourage 
unsuitable ones from applying. The information it 
should contain will come from the Job Description. 
Where appropriate, it should include: 
Job Title 
Business Name 
The aims and responsibilities of the job 
The qualifications and the experience expected 
The manner in which applications should be 
made 
e Any closing dates 
Once drafted check that the advertisement does: 
¢ Actively gain attention 
Inform concisely 
Describe the job and specify the person required 
Read well 
Emphasise facts likely to attract the people you 
what 
Tell the truth 

The following steps in the recruitment and 
selection process will be coveredin next months 
article. 

e Analysis of response and short list 
Interview 
Offer 
References 
Appointment 


hy do people play pinball? The simple 

answer to that is: entertainment. A more 
complex question is what are the elements that 
provide this entertainment? Close analysis of a 
pinball machine identifies the following key 
elements: sound, light, game rules, story line, 
strategy, good looks and excitement. 

Ithas tobe said that many people under- 
estimate the importance of the pinball 
soundtrack. If you are a player, turn the sound 
down ona machine and then play - I guarantee 
it will seem dull, flat and unexciting. 
Alternatively, if you get an opportunity, have 
some games with the volume turned up and 
others with the sound turned down. You can be 
sure, if all else is equal, the louder games will get 
more play. 

Sound has come a long way over the last 
few years and not only have we moved from 
mechanical sounds like bells, to electronic sounds 
- we have also gone digital and stereo. These 
days, not only do manufacturers seek the co- 
operation of appropriate celebrities to record 
dialogue for pinball soundtracks, they also 
employ professional musicians to compose 
music and incorporate excerpts from recordings 
as diverse as the soundtrack from the musical 
Tommy, to ZZ Top on Williams’ The Getaway. 

As for lighting, this is used at key 
moments in the game to build up excitement. 
And gone are the GE44s of yesterday - today’s 
lighting is supplied by powerful bulbs flashed 
by the software at the appropriate moment. 

Over the years, game rules have also 
become much more complex. This has been 
made possible by advances in technology and 
the increased sophistication of the player. If the 
player has grown up with the 
range of computer games and 
home entertainment systems 
spawned over the last ten years, 
hitting four aces for 100 points is 
just not going to make it. 

In fact game rules have 
now become so involved that the 
post card in the bottom left hand 
corner of the table just won’t do 
anymore. Now game features are 


explained via the dot matrix display and are 
often supplemented by a voice from within the 
machine shouting advice. This was first 
demonstrated in Eight Bally Deluxe (Bally, 1980). 

The king of game rules is Jon Norris, a 
pinball enthusiast and player par excellence 
who built his own game from scratch at home 
and went on to secure a job as a game designer 
with Premier. Not only does he design games in 
his own right but he also supports other game 
designers in compiling rules for their games. 

With the advent of licensed games came 
an increase in tables that tella story. There was 
Terminator 2, which got the player to undertake 
the challenges of the movie, and now there is 
Williams’ latest game Dirty Harry with its top 
loading 44 Magnum and invitation to join its 
“highspeed story line of crime and punishment.” 
This means breaking up bar room brawls, 
chasing getaway cars, diffusing letter bombs, 
meeting the mob and stopping madman 
Scorpio’s reign of terror. 

The introduction of the dot matrix 
display has also been revolutionary. Now, not 
only can we have video games and digitised 
clips from the movie while we play pinball, but 
during multi-player games there is something 
to entertain players while they wait their turn. 

However, even with all this we still lack 
the recipe for the perfect game. What is also 
needed is a choice of strategies. The best games 
allow us to choose between going for the big 
points or concentrating on the features that feel 
good or entertain us. Some players like to trigger 
the gizmo, others will always go for the extra 
ball and others the multi-ball. There are always 
those, though, who just like to go for the 

satisfying shot which might be getting the 
ball back to the top of the playfield or, for 
example, shooting the loop on Theatre of 
Magic. The best games will satisfy all these 
needs. 

In addition, the game must look good 

and these days that means vibrant colours 
and stunning graphics by the likes of 
Kevin O’Conner (Judge Dredd/ 

Bally), and lots of detail like the 

work of Paul Faris (Mary Shelly’s 


on the number of people who engaged in each 
activity as extrapolated from the survey’s 
sample. The resulting top twenty were as 
follows: 

Dining out (69,500,000) 

Domestic travel (63,600,000) 

Driving (61,600,000) 

Karaoke (58,900,000) 

Visiting zoos, botanical gardens, 

aquariums and museums (45,900,000) 

Watching videos (45,200,000) 

Visiting bars, nightclubs and pubs 

(44,900,000) 

Listening to music (on CDs, etc) 

(42,000,000) 

Playing the lottery (39,900,000) 

Visiting amusement parks (39,300,000) 

Gardening (37,600,000) 

Bowling (37,200,000) 

Cards and board games (36,900,000) 

Picnics, hiking, and strolls (35,600,000) 

Gymnastics/callisthenics (32,400,000) 

Ocean swimming (29,500,000) 

Pachinko (29,200,000) 

Home video games (28,500,000) 

Visiting expositions (28,200,000) 

Going to the movies (27,800,000) 

LACK OF POPULAR GAMES 

HURTS ARCADES 
inally, the White Paper offers a brief analysis 
of developments in each of the four sections. 

Looking at the section on the field of 
amusements, the LDC notes that the size of the 
game centre market shrank by 15% in 1994. 
Furthermore, average daily income for each 
piece of equipment also dropped. They cite the 
primary reasons for this as being a lack of 
widely popular software and a corresponding 
glut of similar and imitative games. However, 
they also note that those games which employ 
the advanced computer graphics developed for 
virtual reality systems were quite popular. 
Virtua Fighter and Ridge Racer are given as 
examples of the genre. Furthermore, although 
the crane game boom has long since passed, the 
survey indicates that those games still generate 
a relatively high level of income. 

Looking at operational issues, the Paper 
notes that the trend of offering more credits for 
the same money (ie two plays instead of one for 
$NZ1.50, etc) is obviously, having the effect of 
a drop in price. The over-abundance of game 


centres and arcades also helped to drive the 
level of competition up and the take at the cash 
box down. Furthermore, the high price of larger 
equipment is putting a crimp on profits because 
the more popular of them in fact add up to a 
lower level of return on investment. Adding to 
these woes, the arcade life cycle of many games 
is shrinking, with the average now hovering 
around three months. 
GAME ARCADES, KARAOKE SEE 
SLIGHT RISE 

L ooking at the rate of participation for game 

centres and arcades, we see that 23.3% of 
the population, or 24.4 million people, visited 
such places at least once during the calendar 
year, up fractionally from 1993’s figures of 23.2% 
and 24.1 million respectively. The average 
number of visits was 13.5, up a little more than 
one visit from 12.3, the number for the previous 
year. Moreover, the average expenditure per 
visit rose to ¥830 (6NZ21) from ¥760 ($NZ16). 

While game centres and karaoke 
facilities may have seen slight rises, the reverse 
held true for home video games and amusement 
parks. The rate of participation for home video 
games, first of all, dropped more than one 
percentage point, falling from 28.7% in 1993 to 
27.2%. This corresponds to a drop in the raw 
number of participants from 29.9 million to 28.5 
million. However, the average amount of money 
spend on hardware and software rose. 
Attendance at amusement parks 

dropped by more than one million people in 
1994, falling to 39.3 million from 40.8 million. 
This amounted to a lower rate of participation, 
falling to 37.5% from 39.2%. However, the 
average number of visits rose slightly, up to 3.3 
from 3.2. The annual average expenditure was 
practically unchanged, but spending per visit 
dropped. 

MID-LIFE CRISES SOLVED WITH 

VIDEO GAMES? 

H or game centres, the largest group of 

customers was, predictably, teenage boys. 
However, thenumber dropped off substantially 
from 1993, falling from the previous year’s 72.4% 
toa67.4% rate of participation. Males still formed 
the most significant customer base, with men in 
their twenties reporting a 58.5% participation 
rate, up from 54.5%. The number of women 
visiting arcades showed a similar shift, with 
teenagers reporting 41.9% participation and 


